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Computing Today, 


VIG-20 programs ......06..0ccccccesccersssnusnsesesas 
Two fun-to-play games for the unexpanded VIC by Mathew Solly. In 


one you're under siege and the second could make you rich. 


CBM 64 program...........+++ 

Here’s your chance to be a hero. Just 

type in Thomas Turnbull's program and 
S save the potholers 

CBM 64 programming 

Track down and use the hidden memory in your 64. Your guide is 

Allen Webb 


CBM 64 software reviews .. 
Our experts give you their ratings fo 
serious software 


Sop 1} 
je more 


VIC-20 program 
Worms can make a tasty dish... if you're 


a bird. That's your role in Peter 
Godbehere’s game 
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PROGRAM 


Castle Siege 
YOUARE thelastsurvivorinthd 

stle andyouronlyweaponisa 
large pile of rocks. 

You are underattackfrom the 
enemy who are scaling the 
castle wall. You must drop the 
rocks to dislodge them. If they 
reach the top the game is over 
How long will you survive? 

The control keys are: Z left, X 
rightand space bar to drop the 
rocks 


© Castle Siege is in two parts 
Typein Listing? , which defines 
the characters, RUN and then 
NEW. Now type in Listing 2. 
See also note at bottom, 


How it works 
40-100 main game loop 
1000-1500 initialize variables 

and strings 
2000-2500 instructions 
3000 POKE on other side of 
screen 
3500 POKE on other side ot 
screen 
4000-4500 throw rock 
5000-5500 PRINT enemy 
6000-6500 game over 
7000-7500 rack hit 
routine 
8000-8500 pick up rock routine 


ee 
Variables 


EH (), EL() climbing enemy 

Defender 

Rrock 

FR falling rock 

RO,DE test for rock and de 
fender 

E number of enemies 

$4 sound channel 

CO colour location 

Ttime 

BT best time 

W wall location 

LQ loops 

TE() test for enemy at top. 


enemy 


Crown and 
Anchor 


THISGAME is playedwith three 
dice which are displayed on 
the screen. 

The amount of money you 
have is displayed in the top left 


© Listing 1 — de 


hand corner. You start with 
£100andarepromptedwith the 
message "place bet”. You then 
type in how much you wish to 
bet — not more money than 
you have! 


Page4 YOUR COMMODORE, free with Personal Computing Today, July 1984 


ines characters tor Castle Siege _ 


After pressing RETURN you 
are promted with another 
message: "back’ Type inwhich 
side of the dice you expect tobe 
showingatterthe computer has 
thrown them. The computer will 


ice and the out 
be printed on the 


If one of the dice shows the 
backed you get double 
your stake money back If two of 


the dice show your side you get 


treble your stake money back 
and it all the dice show the side 
you backed you get four times 
your stake money returned. If 
Aone of them show your side 


you lose your stake, 
——S ee 


How it works 


10-100 main game Ic 
1000-1500 initialize variables 
and strings 
2000-2500 instru 


3000-3500 print credit 

4000-4500 bleep 

ae 
Variables 

D() dice 

P() position of numbers on dice 

Rnumber of dice right 

Total credit 


CO colou 


location 


[vic20 
fend your castle... 
(« \ — and try your 


a p> \uck with dice 


@ Listing 3— Crown and Anchor 


We have inserted REMs in the lines above those in 
which Commodore contro! characters appear in the 
listings. These are only for your guidance and should 
not be entered. Remember that lines in some listings 
may not fit unless you use abbreviations for the BASIC 


keywords — you'll find them in your manual 
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SE 
=SSSQ 
ESN 
WARS XS 
SY SS: ¥ WS 


CBM64 


CAVERS are trapped deep 


underground — and they're 
relying on you and your rescue 
craft. 


You must steer your way 
through the tunnel, avoiding 
the stalagmites and the sides, 
into a large cavern. 

There you see the pot- 
holers signalling with a lamp, a 
flashing sprite which also 
changes shape due to a kind 
of BASIC interrupt 

Touch the lamp with your 
craft and a bell rings, indicat- 
ing the first part of your mis- 
sion is complete. Now you and 
the rescued potholers must 
reach safety. 

This time you use the right 
hand tunnel and touch your 
craft against a sprite with the 
word “winner" written inside it 
This records your time score 
on the table. 

Don't touch this sprite on 
the way in — it will be ignored 
until you have resctied the 
cavers. 

Touching any other objects 
will result in a multi-coloured 
explosion, complete with the 
sound of the blast. 

The game works with the 

i joystick in port 2 and these are 
the controls: 


up 
accelerate t 2 


left ¢— —> right 


break 


‘The fire button is used to re- 
start the game and to give ins- 
tant slow speed. 

You will find that the res- 
ponse to the joystick is instant, 
even though the controls in 
lines 1 to 25 are written in 
BASIC. 

As the Commodore 64 finds 
sub-routines by searching line 
numbers from zero, | placed 
this routine at the beginning 
so it finds the routine and acts 
on it quickly. 


How it works 

1-25 main joystick and control 
module 

27-35 reset memory and store 
sprites and user-defined 
graphics 

36-117 main _ section: 
switches on sprites, places 
them on screen and moves 
them 

118-125 theme tune music 
DATA 

130-410 user-defined graphics 
DATA 

5000-5110 top 10 time table 
— a high-score table for the 
10 best times 

7000-8750 sprite DATA 

9000-9015 bell sound effect 

10000-10020 explosion effect 

20000-25000 draw cavern 
routine 

30000-30075 winner sprite 
DATA 

40000-40100 win and display 
routine 

45000-45150 instructions 

50000-50070 routine to play 
theme music 

60000 random high-resolution 
colour routine 


When typing in this listing, you'll find REMs above 

es containing control characters. These REMs are 
only for your guidance and should not be entered. 
And remember to abbreviate BASIC keywords — 
there’s a list in your manual. Some lines may not fit 
without abbreviations. And it's quicker to type them 
Ifivon 
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Programming 


Find and use 


your 64’s 


ONE OF the aspects which 
separates the Commodore 64 
from the “also rans” is its large 
memory. While it is true that 
only about 38K is accessible 
from BASIC, with the aid of a 


few short routines, you will 
have ready access to around 
60k. 

First Let 
questions: 


@ Are you fed up with convert- 
ing your machine code 
routines or blocks of data into 
lengthy BASIC loaders (similar 
to listing 2)? 

@ Are you interested in simple 
animation or do you wish to 
have access to several 
screens of data? 

© Do you wish that you had a 
few kilobytes of protected 
data area for your adventure 
or simulation? 

© Do you want to move blocks 
of data around rapidly and 
easily? 

@ Are you just an enthusiastic 
dabbler? 


me ask some 


hidden memory 


If you answer yes to any of 
these questions then read on. 

Before launching into des- 
cription of the routines, it is 
necessary to disducss how 
RAM is organised and con- 
trolled on the 64. 

Consider Figure 1. The only 
obvious parts of RAM avail 
able for use are the BASIC 
area and the spare area So 
where is the rest of the RAM? 


The answer. hiding behind the 
ROMs and the I/O areas. Any 
address in these areas is 
shared by both RAM and ROM 
or /O. The crunch is that a 
value POKEd to an address 
will be put into the RAM but a 
PEEK will reflect the value in 
ROM, not RAM. 

Fortunately, the 6510 pro- 


hexadecimal decimal 
$0000-S03FF 0-1024 
$0400-S07FF 1024-2047 


$0800-S9FFF 2048-40959 


SAQ00-SBFFF 40960-49151 
$COO0-SCFFF 49152-53247 
$D000-SDFFF 53248-57343 


$EOQOO-SFFFF 57344-65535 


sizeofRAM —_ usage 
1024 system 

24 video memory 
38912 BASIC area 
8192 BASIC ROM 
4096 spare RAM 

4096 1/0 colour RAM 
8192 Kernal ROM 


© Figure 1 — Commodore 64 general memory map 
a RR 


cessor has an input/output 
control register at location 1 
This location controls a whole 
handful of functions, as Figure 
2 indicates. By setting the cor- 
rect bit to zero, the ROM area 
controlled by that bit will be 
switched out and the RAM will 
become available for use. If 
the bit is set, the ROM is 
switched back in. 


function 
switch for basic ROM 
switch for Kernal ROM 
switch for I/O area 

cassette write line 

cassette switch sense 
cassette motor control] 


GRON+OR 


@ Figure 2 — the function of 
location 1 


Warning: Any attempt to 
switch out ROM by POKEing 
values into location 1 from 
BASIC will cause the machine 
tocrash. 

The routines described here 
use the switching out of ROMs 
to give you easy access to 
about 58K from BASIC. 

Listing 1 gives the source 
code for the routines I've 
included this since you may 
prefer to extract portions or 
modify it to suit your own 
purposes. 

The first routine is called 
Blocksave. This routine wil 
SAVE a specified block of 
memory to cassette or disc. 
Due to certain problems with 
saving with the interrupts dis- 
abled, the routine will not 
SAVE the block behind $D000 
to SFFFF. The syntax is 


simple: 
SYS 49152 “filename”, 
device,sastart _address,end 
address 
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Programming 


where Device is 1 for cassette 
or 8 for disc, sa=2 


‘As an example, to SAVE the 
BASIC ROM to disc use: 

SYS 49152 “BASIC 
ROM" 8,2,10*4096,12*4086-1 

Location 1000 is used as a 
flag to determine whether you 
want to save the RAM under 
the BASIC ROM or not A zero 
value will leave the ROM 
alone, a non-zero value will 
‘switch the ROM out. 

Hence, if you precede the 
above | example with 
POKE1000,1_ then you will 
SAVE the RAM under the 
ROM, not the ROM. You will, 
however, get a LOAD error 
when you reload the saved 
RAM. Unless you have pro- 
blems with your cassette, you 
can ignore the error. 

Note: Any programs saved 
with blocksave must be loaded 
using the command: 


LOAD™,device,1 
otherwise it will not LOAD 


ano 


s 
as 


into the correct place. 

‘As mentioned earlier, you 
cannot PEEK the ROM areas. 
The next routine, named 


Peekall, will do this job. The 
syntax is: 


SYS 49155,address 

the contents of the address 
will be retumed in location 
998. This routine will work on 
allareas 

The RAM under the ROMs 
offers great possibilities as vir- 
tual storage for animation or 
databases. The next com 
mand, Blockmove, is included 
to assist such applications. 
Quite simply, blockmove will 
take a specified slab of 
memory contents and put it at 
a specified location. The syn- 
taxis: 
SYS 39158,safada 

where sais the start address 
of the block 

fais the finish address of the 
block 

da is the 
address 


destination 


Bo Bo 


D F 
ae waa 


oo 


on 


Demonstrations 1 and 2 
use this command to show 
you how to create multiple 


screens for data or animation 
As with blocksave, a flag is 
available to decide which 


© Demonstration 1 
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ROM is switched out. Location 
996 contains this flag. A zero 
value will switch out the Ker- 


CLR 
HOME 


INST 
DEL 


RESTORE 


RETURN 


nal ROM and a non zero value 


will 
ROM. 


switch out 


This 


the BASIC 


has particular 


@ Demonstration 2 


implications if you plan to 
move data to the colour RAM. 

If you use the RAM behind 
the Kernal ROM for this pur- 
Pose, you cannot move it to 
the colour RAM since both are 
switched out simultaneously. 
Demonstration 2 keeps the 
colour data behind the BASIC 
ROM to prevent this problem, 

The next command, blockfill, 
fills a specified area with a 
specified character, This is 
useful for zeroing a block of 
RAM or filling the colour RAM 
with a specified colour. The 
syntax is: 


SYS 49161,safach 
Where sa is the start of the 
block affected 

fa is the finish of the block 

ch is the character 

The final command, char 
move, is a specified form of 
blockmove. This command will 
download the normal upper 
case set of characters (256 
characters in all) to 2 specified 


address. This will be of value if 
you plan to redesign your 
character set. The syntax is: 


SYS 491, 
destination. 


start address of 


All addressesare to be input 


as decimal values All 
Parameters can be input as 
values, variables or 
expressions. 


Listing 2 gives a BASIC 
loader for the routines. Once 
you have typed it in, SAVE it, 
since, while a crude checksum. 
is included, you could make an 
error. Once it is up and run- 
ning, why not save it using 
Blocksave? Like this: 


SYS 49152 
49152,49527 


“name’,dev,sa, 


Demonstrations 1 and 2 
give an idea of the possibilities 
of these routines. 

Try them and enioy. 
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Programming CBM64 


ThaRGE Bice. exe oF mock, steer OF vesTiNTION 


esr INT I08 g 


ing 1 — source code of routines. Only for those who 
n assembler program 


@ Listing 2 — the same program which you can type in using 
BASIC 


a RE SS a 
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Se ee ay Ss 


Software reviews 


Smile, 


get serious 


then 


Fire Ant £7.95 
Mogul, PO Box 4BT, 35-37 
Wardour St, London W1A 4BT 
\m a fast reader, but | was only 
halfway through the crammed- 
to-bursting instruction screen 
when it moved on. There's 
another chance when the 
demo has finished but a little 
longer reading time and better 
spacing would be nice. 

The program, happily, is 
much better than its original 
impression. As the sole surviv 
ing soldier ant, you must res- 
Gue your Queen, held hostage 
on Screen 8 by Scorpions. 
Success brings missions to 
further Scorpion colonies. At 
first glance, it might seem a 
Pacman variation — the 
screens are visible mazes with 
Objects scattered round, pat- 
rolling Scorpions lay eggs, and 
fandomly change to purple, 
double-speed frenzy. 

Closer’ inspection reveals 
yellow gates and force-fields 


blocking your way and further: 
hazards become apparent dur- 
ing play. Lightning reflexes 
help but you must collect the 
right objects in the right order, 
placing them in the right 
places to unblock tunnels and 
circumvent traps. Objects will 
kill you if they are taken out of 
order. And death is not a pretty 
sight, happening many times 
before you discover the cor 
rect method for each screen- 
escape and even then, 
Scorpion stings may get you. 
This requires patience, mut 
tiple eyes, low cunning and a 
fast joystick. It's very addictive 
— dawn broke as | reached 


level 6. Will satisfy adventure 

se veisfcave tans. More pleasel ff (nat, 2PPear and later ‘sink esis Dl oe ee 

ae poneain te aurea Sols all Needsinyoice Cc 

instructions 40% fh travel the islands"! instructions a a 

pany ae aire grows on the islands Plavability toe 
is used to graphics 

Value for money 85% Ff energy level ea he Sonate none, 70% 


Esa 2a 


energy 


Turtle Jump 
£6.99 


Romik, 2 
Romik, 272 Argyll Ave, Slough, 
The screen settin, 

19 is a may 
islands in the Garbbean Witt 
turtles swimming between 
them. Your objective is to get 
rom one island to another and 


collect tr 
Free, (eASUFE points. when ts time fora for 

However Its ‘not quite as You must recover th 
You can treasure by jumping in whilg 


jump short dis- 
tances and travel on anything 
solid This means you can 
travel from one 


the chest lid is open and get- 
ting out again before it closes. 
The longer you're in the more 
treasure you collect. Collected 
treasure must be taken back 
to your home base. 


Deremete 
“ splayed 


Lx | 


nthe 


( Multisound 
Synthesizer 
£14.99 


Ror 
Fomik 272 Argyll Ave, Slough 


This utility is designed to allow 
you to use the sound 
Capabilities of the 64 without 
POKEing The range of control 
offered is enormous and this 
review can only hint at all the 
features available 
1@ synthesizer consi 

three screen displays, You ct 
up the characteristics of the 
fote you want using a control 
screen This allows you to 
adjust the attack decay, sus- 
tain, release etc. The levels set 


for each 

parameter are 
indicated by 
gegated by a bar chart 


Switching to the ke) 

screen displays a thres octave 
keyboard with the notes 
Suitably identified, eg. Q is 
note C, and 2 is C sharp. As 
the 64 has four rows of keys 
the set-up becomes similar to 
a two keyboard organ. As you 
Play the note in use is 
indicated You can move the 
entire keyboard up or down a 
few octaves as required. | 


found this presentation 

it very easy to play, ee 

The third screen is for spe 
cial effects, giving complete 
control over all the remaining 
sound features built into the 
64. There are just too many to 
itemise. You have control over 
all the filtering effects, 
oscillator and envelope 
‘Sweeping, ring modulation etc, 

You can obviously create 
tunes, ‘but you can also 
append tunes, store up to nine 
tunes in the 64's memory, 
superimpose tunes over one 
of eight built-in drum routines, 
or create your own: Lastly the 
tunes can be SAVEd to tape or 
disk 

This program is grea 
types of user the one 
fingered organists and the 
experimenter. It is an easy 
way of trying out different set 
ings So you know what you 
want to code into your own 
Programs. L.C. 


easel ces 70% 
dole 70% 
value for money 80% 


e 
Cash Controller enter the heading to be 
disc £14.95 — debited (or credited) and the 


amount. That’ all there is to it 
Richard Shepherd Software, The computer does the 
23:25 Elmshott La CiP appropriate calculations and 
penham, Berks 


updating as necessary. You 
‘A potentially useful package can then call up a number of 
for those who like to keep reports 


to the screen or 
track of their expenditure. The printer. 
\ahines are nicely written and You can print out your 
crash-proot. budget headings just for 
The package starts by pre- reference. More to the point 
senting. a Main Menu. First- you can print out details. of 
fime users would then select your budgets and variances 
from ‘this the Budget Menu (the difference between what 
ind set up headings. You are you allowed and what you 
allowed upto 16, e.g car, heat- spent). You can also print & 
ing, phone etc There is an statement listing all transac, 
oe om to change these if you tions between two specified 
have second thoughts You dates 
can then allocate a budget to | 
each, Finally you can transfer 
to the Bank Account Menu 


found the package 
foolproof. My only niggle is 
that there is no quit option, 
which means turning the com- 


and set up an opening 
aolance, “To cut out puteroffatthe end L.C. 
unnecessary repetition, YOU instructions oon 
can even set up standing ease of use ae 
orders. display 70% 
You would subsequently Value for money os) 


update via the Bank Account 
Menu. Entering transactions is 
very simple and prompts are 
clear. First you enter the date, 


iy * * x] 


then a short (up to 10 charac: 
ters) description. Next you 
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PROGRAM 


Peck, peck... 


but watch out 
for the spider 


Your challenge is to eat the 
worms which keep appearing 
in your burrow. However, a 
spider is after your blood — 
and his touch is lethal The 
controls are included in the 
game. 


How it works 


10-190 define charact 

200-250 set up opening 
screen and wait for key- 
press 

260-330 put burrow on 
screen 

340 sets up variables 

350 puts man on screen 

360-390 put random worms 
on screen 

400-460 check for man hitting 
monster 

470 prints score at the top of 
the screen 

480-520 check for the direc- 
tional keys to be hit 


530-580 moves man left 

590-640 moves man right 

650-730 moves man down 

740-820 moves man up 

830-880 moves monster left 
to right 

890-920 moves monster up or 
down 

930-960 add 10 to score and 
make worms disappear 

970-1010 got you! routine 


Variables 


MA screen position of the top 
left corner of your man 

LU top left character of your 
man 

LL bottom left of your man 

RU top right character of your 
‘man 

RL bottom right of your man 

SC score 

MO screen position of the top 
left corner of the monster 


REMs have been inserted in the lines above control 
characters to guide you as you type in Tweet Tweet. 
Do not enter the REMs. Remember also that it's 
quicker and ensures all lines will fit if you abbreviate 
the BASIC keywords — there is a list in your manu: 
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